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Written for the Sinclair ZX-81 with 16K Rampack,
this program offers you the chance to battle the forces of evil

from the comfort of your own living room!

lusa the Valley is a full 1 6K program, il is right at the llmi

I the ZX-81 can accept. (It is probably the largest program

putei can handlel). Putting in the Valley is a three part operat

*ou should complete each part successfully before moving

ir the
|

borders round the differe t displays, speed up the .-mtk- routine,

d display the cha us and to display tl

i ZX-81 req

routine, and several have b jter magazines

fromtim ZX-81 for a

developed your o

One. It adapted from ; 'ZX Compu

ie code or he ZX-81 sr recommended
Mastering Mach e Code or your ZX-81' by To

for an excellent and clear

subject.

PROGRAM ONE

/ 13 ~. a
."3-2 IF 33 = -'3 " THEM jTOP

actly aE

1 REM followed by thirty-six zero's

RUN the program and type in the following hex

FIGURE 1 . Hex Dump

OE 06 2A OC 40 06
FC 23 23 11

DO to read LET X = 16556 Enter

arty-two zero's

de loader program and enter the he

FIGURE 2 Hex dump

40 23
OC

735C C-OTO 7023
7100 LET GS=G*(H TO >

7110 PRINT GSCDj
7120 POKE X.CQDE GJ
'130 LET 2S=G$ IS TO )

.'14.0 LET X-X + l
7150 IF CODE G$<>85 THEN GOTO 71
10
7160 LET G¥=GS(2 TO i

3 REM followed by 239 zero's

Change line 7000 to read LET X = 1 6603
RUN the loader program and put in the hex fn



FIGURE 3 He* dump Type "S" to slop and then SAVE u

you havetypeditin correctly. For SI

00 00 C9 FE
U AVOID THE BLOW ;

T STRIKES YOUR HEAD:

YOUR CHEST IS STRUCK; FF

; YOUR ARM IS HIT;

; A BODY BLOW ; FF

Type "S" when you have finished. Sk\ : and then test. Note t

you have to enter the ; before and after «
The program lines 7040 and 7100 will eal with this and save y
having to change each letter into codel

Now change line 7000 to LET X = 16B49. Enter

4 REM followed by 103 zero's

RUN the loader program and ente the hex dump from Fig

FIGURE 4 Hex dump

06 09 3E 00 D7 10 FD C9
CD DB 40 ;GOLO = ;FF CD D1

41 CD DB 40 ; COMBAT STR = [6 spaces |

SKILL =
; FF CD D1 41 CD DB

40 ;PS1, POWER = [6 spaces! TURNS = ;FF

CD D1 41 CD DB 40 ;STAMINA [3 spaces

FF C9

5 REM followed by 1 09 ie(o

HUN the loader prograi
'

5. Type "S" when yo
SAVE and test it out.

LETX = 16953. Enter

OB 05 04
07 05 01

00 00 00 00
34 40 90 30 FO
06 64 CD 60 42

06 02 03

00 C9 06

4F FE OF 28 07
OE 06 00 C9 3A
04 90 3B 09 06
64 CD 50 42 06
CC 06 00 C9

1 REM VEERND^?'! UNPLOT 77 1

= ** '"'
•

~?7 < RRND 1 TO COPY . /27" iUNPLOT TRN
2 REM VBE£RfinT»K -?-? i UNPLOT «"£

£- GOSUB ~~> + GOSUB 7"? I PAUSE£ GOSUB ?^-?7 I UNPLOT TON
3 REM LPRINT NOT / PLOT ."LICR

NDHK C-LE:"-P BU RETURN 4! LM ; =RND
IT MISSES COPY TRN RETURN "4,
LN <=RNDYOU flUOID THE BLOU COPY
- TRN RETURN ™4- =LN <=RNDIT HE5X
t-hTES COPY TflN RETURN . 4-0LN <
=PNDTT STRIKES YOUR HERD COPY " —
TRN RETURN |C, RETURN ."4.QLM <«R

NT.-VOUft CHEST IS STRUCK COPY T
Rr; RETURN PC. RETURN p4-*LN < =RND
YOUR P.RM 15 HTT COPY * TON RETU
RhJ „i..LN ; =RNDfl BODY BLOU COPY
1 TRN LN (=RNDYOUR LEG 15 HIT CO

.

;-~:v ;

- Y NOT i CLEAR TRN LN
COPY LN 5GN INKEYJL

= RfnL.-C-0M6RT STT.
LN SGN INKEYSLN

SKILLz __
^RNDPSI .POUE

TURNS= COPY i
Ij SGN INKE

RNDSTAMINR'
"-<=. REM in* » —v— mjht

= *
m
l , Vs.i ':; ~P-.- RET: .p..., --CF RETURN

« TflN ^?L .

p rssp i»: ?bsc

;r program, line by line.

MEMORY SAVING

SOME SAMPLE DISPLAYS FROM THE VALLEY

ie following lines one by one.

ui-yjciosajijuuLiiiiLMiijUiDnga



start tha game with RUN. use GOTO 1 all the th

ui the variable apace and you will lose these qi

result that the game will not work. If someone do

LET D=PI-PI
LET H=PI/PI
LET B=INT PI
LET K=CODE "m
LET H1=CUI'E '

DIM P!9t
DIM NI9.I
DIM S(5.»

LET 14* = "™™ ftUOLFEfJ: 1Bi nHQt, -:^£;e.l_ L;i
F*t RORCfT'EFIRE-IMp- GR3CK -TROL;::' RQGRE ( ,

Lt;-it-:-'j'.i-'.;IQ
HT">;HLIIRSD: . -EFIRE -G'lfiMT >rl i.'TH
UMDER-LIZRRDi.7 , CMIMy I hJ"'i: £•_•.:• !->H ;.

TH*,6£FUVUERH lJ'H-BL'ftHjON': HChlKG-i!
RhlTlP'nURDHLHL-^ ?LUSTER-IMPWH L_

KRRKEN "

OIRECT ENTRY LINES

>is simplv BREAK and

s

following vo j around! If either of these things happen
illers we are not going 10 tell you about

GOTO10,;
Serves you ghtl

ie long machine-code lis

machine-code and store this away, re

hit problems but NEVER recording o>

Take your time and don't ti

PLAYING THE GAME

The Valley is a true real-time adventure You enter your character's

name, choose his type and away you go.

The basic lay-out of the Valley is shown in Fig. 6 The posi-

tion of the Woods IWI, Swamps IS) and Black Tower IT) will change

each time. The Pa this a safe area. Once on it you will not be attacked

by anything, except fear.
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ma m°rV
1M1 LET r.,.
rja55 FOR 1=1
3S5? LET Cx^ .^^ i*" Jr.;.

"TTV liiGrP

,.„ ™„ LET ,L,,L-K



1= r,
'

_
'

" . SS -

LIHfiTH .THE BRRBfiRIR-N

GOLD =a COMSfIT 5TR=31
5hILi.=S PSI.POUER =25
TUP,NS=2 STfiMINFi =125

In a light you have lour options: -

huge amounls ot damage can bi

caused Easier foi the crealure to avoid, however
it the torso of the creature. A good chance of hit

-

•ith less harm to the thing than going for the head]

tting in the e«tremities is fairly easy, even for a

ur the damage that results will be small unless you

[Sleep)

e more experienced can use. You need PSI Power
of 55 and a skill rating of 2000 before you have enough ex-

e Sleep Spell aCufsi yenty

eventually allow you to enter the more difficult areas, like the Tern-

gets easier and you can use the Fire Curse more effectively Dif-

ferent character types gain Experience, Skill and PSI Power at dif-

It requires different tactics to succeed in the Valley with

different character types.

FINDERS KEEPERS

As you wander around,

'

n Vounim and Evanna to

iff Ihe/ si of A I
aria n and the

appen sooner or later, probably

i - somewhere. The Si* Stones

Hack Tower, again well hidden,

ire are any magic finds present

game, stupidity gets vou chopped up and fed to tr

find it you must have the Amulet and the Six Stone



LEVELS OF EVIL

Generally speaking the Valley itself is the eas st part of the land to

slay alive in. The Woods and Swamps are har

Which surrounds ihe Temple and Vounim's La

ou enter the lake area

r (and you will HAVE

i.b. "6" keeps you whereyouareand '

and left. This is easy to get used to end ve,7srp,e°,o
d

conrc|

,

once

to cross it) you will find your stamina going d
nasty creatures coming after you! Don't stay

either the Temple or the Lair from the water,

waste time trying. Get onto land first).

awn and some VERY
ong. (You can't enter

The other messages in the

"StrikB Quickly" is your cue to do batt

decide what to do. so do SOMETHING a

ame are self-explanatory

uickly, even if it'sonly pray

MOVEMENT
nd the Valley of Adventure

d the sooner you start, the

keys. They work as follows :- watched . . .
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